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ALARM GAME WATCH 



FEATURES 

m 6 dtfit 5 Jim* function 
m lnv*l»r 5 m with <4H«cmt ipncf 
0 Daily «*im 
gH Hourly chime 
B 12/24 hour with opton 


INSTRUCTION MANUAL 


HOW TO SELECT THE BASIC FUNCTION 























































HOW TO SET THE ALARM 





Press S3 one* fer each MINUTE 
'"Im *rom “30" to "SO" end S3 is 
Hsd and is* meondt are reset to “00" 
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Prase S3 once for each MONTH 
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HOW TO SELECT 12/24 HOUR FORMAT 


From the normal time, dapraoinq S3 ewer on* second to select 12/24 
hour format In 24 hour format "P" <PM> will eliminate 
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12 Hour Fermat 24 Hour Formic 


In this example the alarm s sot fix 6.30am. From the norma time, 
prase SI twice to aeteet the alarm time mode. 
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P"»a S3 once for each Sour 
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Frees S3 once lor eedt minute 


M SI to return to normal u 

















































































































HOW TO READ THE ALARM TIME 
HOW TO TEST THE ALARM 
HOW TO SET ALARM ON/OFF 

From ih* normal time firmly pro* S2 to bring the alarm time mode. 
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To test in<S sal the alarm by firmfy dapms Si and S2 samuftanaously at 
th* alarm raad mode. It mil sound and the symbol ~|M|" mil appro:. 
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To stop thr sound try releasing SI and/or S2. 

To twin#, oft the ALARM FUNCTION by deceasing SI and SJ 
simUteneoutly at trie altrm raad mods. The symbol " |aw|" will be 
eliminated. 



HOW TO PLAY THE GAME 


In the game mode C»e»i Ml to select game A mode. Firmly dapraamg 
M2, the hipest score previously achieved is diipUved.Whtn it ir rHoas- 
ed. the game will automatically start 
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Whan the game Is playing, the UFO will move as game progress* and q 
wli attack the launcher, The number of damaged launcher* w* show . 
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The launcher can mow from left to right or right to left try depressing 
S3. 

The missile of launcher will fire by depressing S2. 


HOW TO COUNT THE SCORE 



BONUS 

When score become "500" points within the first "20" counting 
The ruttttcr of countdown timer are reetwtad from "20”. That means 
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Praia S3 for moving the taunchar 
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The game continue until the digits become "00" or three lacmehart an 


NOTE: Alarm function a disabled in game and letting mode. 

Same b 

In thi* game,thr moving tpeed of the UFO increases as gerae progresses. 
In alt ocher respects, GAME B Is exactly (he gamt umc as GAME A. 




























































































HOW TO SET CHIME ONyOFF 

Th. CHIME FUNCTION i« . tup* * 



DISPLAY ILLUM NATION 


or*i when tf» honor S4 It diprom 
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battery replacement 


A dm illuminating light or a dm diplr, In normal wmperatu.ei mdi- 
<atei that ih« tottery Ufa wrr its end. W. recnrmand th» bwtny be 
replaced with a new on*. 

BATTERY RECOMMEND 

MAXELL SR1120 Yr 
RENATA 23 
UCAR 391 
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